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The use of interactive media is replacing traditional teaching techniques at 

Madrasah Ibtidaiyah (MI) due to advancements in digital technology. Low 

student motivation remains a significant obstacle to learning. The purpose 

of this study is to determine which kinds of media are useful and to 

investigate how interactive media influences MI students' motivation to 

learn. The strategy is a qualitative literature review that analyses numerous 

pertinent scientific sources. The study's findings show that interactive 

media, including educational games, movies, applications, and animations, 

can boost students' interest, focus, and active participation in their education. 

Additionally, interactive media increases students' willingness to learn by 

giving them a more tangible understanding of subjects. As a result, 

interactive media play a crucial role in developing successful and significant 

learning experiences in addition to acting as educational tools. This study 

emphasizes the importance of using interactive technology wisely to 

enhance instructional quality in elementary schools. 
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1. INTRODUCTION  

Digital technology advancements have changed several facets of education, including Madrasah Ibtidaiyah (MI) 

learning methods. In order to fit the developmental features of elementary students that rely on visual, auditory, and 

experiential learning processes, the incorporation of interactive learning media has become a more popular alternative 

to traditional lecture-based education [1], [2]. It has been demonstrated that interactive media, including instructional 

videos, educational applications, and animation-based material, have been associated with an increase in educational 

activities. 

Self-Determination Theory (SDT), which emphasizes autonomy, competence, and relatedness as important 

elements determining intrinsic motivation, can theoretically explain the connection between interactive media and 

learning motivation [3], [4]. According to studies, interactive learning environments that offer rapid feedback and 

active interaction can help meet these psychological needs. Furthermore, well-designed multimedia products may 

lessen cognitive load and increase learning effectiveness, according to Cognitive Load Theory [5]. Research also 

shows that when multimedia instruction is planned using cognitive principles, it improves students' comprehension 

and motivation [6]. 

Interactive media has been empirically linked to higher levels of student motivation and engagement, according 

to multiple studies. Digital media, for example, has been shown to have a favorable impact on academic motivation 

and student engagement [2]. In a similar vein, incorporating interactive and mobile technologies enhances learning 

motivation and attitudes [7]. However, rather than concentrating on motivation as a multifaceted construct, the 

majority of current research emphasizes learning outcomes.  

The use of interactive technology in Madrasah Ibtidaiyah may be impacted by issues such as inadequate 

infrastructure, differing degrees of teacher preparedness, and societal variables [8], [9]. Previous research frequently 
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links repeated teaching techniques to poor student motivation [10], but these explanations tend to oversimplify the 

problem by ignoring more comprehensive systemic issues, such as institutional support and resource constraints. 

There are very few thorough literature evaluations that particularly look at the connection between interactive 

media and learning motivation in MI contexts, despite the increased interest in educational technology. Previous 

research has tended to concentrate on learning results or general primary education environments without thoroughly 

examining motivational aspects [2], [7]. Therefore, in order to comprehend how interactive media connects to students' 

intrinsic and extrinsic motivation within the particular setting of Madrasah Ibtidaiyah, a more concentrated and 

theoretically grounded review is required. 

The importance of examining interactive learning media in Madrasah Ibtidaiyah (MI) contexts cannot be 

separated from the growing challenges faced by elementary Islamic education in maintaining students’ learning 

motivation in the digital era. Learning motivation is widely recognized as one of the key determinants of students’ 

academic success because motivated learners tend to show greater participation, persistence, and willingness to engage 

in classroom activities. In many MI classrooms, however, conventional teacher-centered approaches are still 

frequently implemented, resulting in passive learning situations that may reduce students’ enthusiasm and curiosity 

during lessons. At the same time, the rapid development of educational technology has created opportunities to design 

more engaging and student-centered learning environments. Therefore, understanding how interactive media 

contributes to students’ motivation is important for improving the quality of learning in Madrasah Ibtidaiyah. 

Several previous studies have discussed the role of technology-based learning media in primary education. 

Research on multimedia learning emphasizes that visual and interactive elements can help students process 

information more effectively and improve classroom engagement [1], [3]. Other studies also report that educational 

games, mobile learning applications, and animation-based media may support active learning and increase students’ 

interest in learning activities [5], [7]. Furthermore, theories such as Self-Determination Theory and Cognitive Load 

Theory explain that interactive learning environments can encourage motivation by supporting autonomy, 

competence, and meaningful cognitive processing [2], [4]. These studies indicate that interactive media has 

considerable potential to create more enjoyable and meaningful learning experiences for elementary school students. 

Despite these findings, previous studies still show several limitations. Many existing studies focus mainly on 

cognitive learning outcomes such as academic achievement and conceptual understanding, while the motivational 

dimension is often discussed only indirectly. In addition, most research has been conducted in general elementary 

school settings rather than specifically in Madrasah Ibtidaiyah environments, which have unique educational, cultural, 

and religious characteristics. As a result, the relationship between interactive media and students’ learning motivation 

in MI contexts remains insufficiently explored. The lack of context-specific discussions creates a research gap that 

needs further investigation, particularly through a literature review that synthesizes findings from various relevant 

studies. 

Another limitation in previous studies is the inconsistency in defining and measuring learning motivation. Some 

studies interpret motivation merely as students’ classroom participation, while others associate it with emotional 

engagement, enjoyment, or academic persistence. Differences in research methods, media types, and assessment 

instruments also make it difficult to compare findings systematically. Moreover, earlier studies frequently present 

interactive media as universally effective without sufficiently considering contextual challenges such as infrastructure 

limitations, unequal access to digital technology, and variations in teachers’ technological competence. These 

limitations suggest the need for a more critical and comprehensive review regarding the implementation of interactive 

media in MI learning environments. 

From a practical perspective, problems related to low student motivation remain important issues in Madrasah 

Ibtidaiyah learning processes. Students often experience boredom during lessons dominated by lectures and textbook-

oriented instruction. In some schools, teachers also face difficulties in integrating digital technology into classroom 

activities because of limited training opportunities and inadequate educational facilities. Consequently, interactive 

learning media is not always implemented optimally, even though it has the potential to create more engaging 

instructional experiences. Addressing these practical challenges is essential because improving students’ motivation 

is closely related to improving overall educational quality and learning effectiveness in elementary Islamic schools. 

Based on these considerations, this study aims to review and analyze previous literature concerning the 

relationship between interactive learning media and students’ learning motivation in Madrasah Ibtidaiyah. 

Specifically, this study seeks to identify the types of interactive media commonly used in MI learning contexts, 

examine their potential influence on students’ motivation, and critically evaluate the contextual factors affecting their 

implementation. Through this literature review, the study is expected to provide a more comprehensive understanding 

of how interactive learning media can support meaningful and motivating learning experiences in Madrasah Ibtidaiyah 

settings. 

 

2. METHOD  

In the context of Madrasah Ibtidaiyah (MI), this study uses a systematic literature review technique to investigate 

the connection between interactive learning materials and students' willingness to learn. This method was used because 

the goal of the study is not to provide primary empirical data, but rather to integrate and critically assess findings from 
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recent and prior research. An appropriate research strategy for locating, assessing, and summarizing current 

knowledge in an organized way is a literature review [11]. To promote transparency and scientific rigor, the review 

process was carried out methodically by modifying general literature review processes, such as identification, 

screening, eligibility assessment, and inclusion of pertinent research [12], [13]. 

In order to ensure that the analysis reflects a thorough understanding based on previous and current research 

findings, the literature was gathered from a variety of academic sources, including credible national and international 

scientific publications. Only peer-reviewed journal publications addressing interactive learning media and learning 

motivation in primary education contexts were included in the selection of literature, which was guided by 

predetermined inclusion and exclusion criteria. In the meantime, articles that lacked full-text access or were not 

directly related to the research topic were eliminated, as were non-academic sources and duplicate studies. The quality 

and applicability of the synthesized evidence depend on this selection procedure [14], [15]. 

A thematic analysis strategy, which enables researchers to methodically find, examine, and describe patterns 

within the data, was used to evaluate the data [16]. In order to classify data pertaining to interactive media kinds and 

learning motivation factors, including intrinsic and extrinsic features, the analysis procedure first involved gathering 

important information from chosen studies. In order to find trends, connections, and differences between research, 

these codes were then grouped into more general themes. This allowed for a more critical and thorough synthesis as 

opposed to a strictly descriptive overview. 

Additionally, a quality review was carried out to guarantee the validity of the chosen literature by assessing each 

study's relevance to the research focus, methodological rigor, and clarity of research aims. To guarantee that only 

trustworthy and legitimate papers are included in the analysis, quality assessment is a crucial stage in systematic 

reviews [17], [18]. A documentation strategy was used in the data collection process, which included locating, 

categorizing, and arranging pertinent scientific publications. In accordance with suggested strategies for carrying out 

thorough literature reviews, the validity and reliability of the results were preserved by methodical selection processes, 

clear criteria, and careful comparison of findings across several research studies [19]. By using this method, the study 

offers a scientifically supported investigation of the relationship between interactive learning media and Madrasah 

Ibtidaiyah students' enthusiasm to learn. 
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Figure 1. Research Method Flowchart 

 

3. RESULTS  

3.1. Thematic Findings on Interactive Media and Learning Motivation 

The results of this literature review show that, rather than being consistently favorable, the relationship between 

interactive learning materials and students' motivation to learn at Madrasah Ibtidaiyah (MI) is multifaceted and 

context-dependent. Three primary topics emerged from the thematic analysis:  

(1) conceptual understanding;  

(2) learning experience and enjoyment; and  

(3) student participation and attention.  

First, a number of studies indicate that interactive media is linked to higher levels of student involvement and 

attention during the learning process. For example, [20] notes that visual and participation elements in digital 

interactive environments can improve students' behavioral engagement. However, as engagement may be transient 

and impacted by novelty effects, this increase in attention does not always result in long-term motivation. According 

to other research, interactive media may not be able to sustain long-term motivational benefits without proper 

instructional design [21].  

Second, students' motivation to participate in class activities may be influenced by interactive technology, which 

is often linked to more pleasurable and significant learning experiences. Digital learning environments can encourage 

favorable emotional reactions that boost motivation, according to [22]. In a similar vein, [23] discovered that when 

learning events incorporate interactive and student-centered techniques, children typically exhibit higher levels of 

participation. However, several studies emphasize that without teacher assistance and pedagogical alignment, 

technology integration alone is insufficient; these results are not constant across all circumstances. 

Third, research indicates that interactive media's simulation and visualization elements may help pupils grasp 

concepts, according to Ref. [24]Multimedia components can improve learners' ability to digest difficult information, 

which may indirectly boost motivation by raising perceived competence. Nonetheless, a number of studies highlight 

that a lot of research focuses more on cognitive outcomes than on assessing motivational characteristics directly, 

which makes it difficult to evaluate the connection between media consumption and motivation [25].  

Overall, despite the fact that numerous studies show a favorable correlation between interactive media and elements 

of learning motivation, the results are still inconsistent. Inconsistencies in reported results can be caused by variations 

in research design, sample characteristics, media kinds, and measurement tools. Additionally, only a small number of 

studies offer comprehensive empirical measures of motivation, which limits the capacity to make generalizations. 

3.2. Types of Interactive Media and Their Associated Outcomes 

Additionally, the investigation found a number of interactive media formats that are frequently utilized in primary 

school settings, such as educational games, educational applications, interactive movies, and animation-based media. 

Different traits and possible contributions to learning motivation are displayed by each kind.  

Because of its audiovisual presentation, interactive video is frequently linked to higher student attentiveness. 

Multimedia video can help capture attention and early engagement, according to Ref. [26], but its effectiveness 

depends on the degree of participation because passive viewing may diminish the motivational influence. 

Quizzes, feedback systems, and adaptive features are examples of educational applications that are linked to 

higher levels of student autonomy and participation. These apps can promote active learning practices, but their 

efficacy differs based on user experience and accessibility, according to [27]. Media with animation is frequently 

utilized to enhance mental comprehension, especially when it comes to abstract content, according to Ref. 

[28]Animation can enhance comprehension and explain difficult ideas. However, the relationship between motivation 

and better comprehension is frequently indirect and mediated by cognitive variables. 

Increased excitement and participation in learning are often associated with educational games. However, other 

research warns that if excessive gaming features are not appropriately matched with instructional aims, they may 

divert students from learning objectives [29].  

Table 1. Synthesis of Interactive Media Types and Associated Motivational Dimensions 

No 
Type of Interactive 

Media 

Main 

Characteristics 
Associated Outcomes Notes on Limitations 

1 Interactive Video Audiovisual content 
Increased attention and 

engagement 
Limited if passive 

2 Educational Apps 
Feedback, 

interactivity 

Supports participation and 

autonomy 
Depends on usability 

3 Animation Media Visual explanation Improves understanding 
Indirect effect on 

motivation 

4 Educational Games 
Game-based 

learning 
Increases enthusiasm Risk of distraction 
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The findings show that interactive media is linked to several aspects of students' motivation to learn, namely 

engagement, enjoyment, and perceived comprehension. However, the link is impacted by a number of pedagogical 

and contextual factors and is not causative. The results also show that different studies have different definitions and 

measurements of motivation, which highlights the need for more thorough and situation-specific research, particularly 

in Madrasah Ibtidaiyah settings. 

3.3. DISCUSSION 

The findings of this study show that interactive learning materials are linked to a number of aspects of students' 

motivation to learn, including engagement, enjoyment, and perceived comprehension. However, the findings indicate 

that instructional design, teacher facilitation, and contextual factors within Madrasah Ibtidaiyah (MI) mitigate the 

impact of interactive media rather than proving a direct causative relationship. This conclusion is consistent with 

earlier research highlighting that the pedagogical integration of educational technology, rather than the technology 

itself, determines its efficacy [30]. 

From a theoretical standpoint, these results can be explained by Self-Determination Theory (SDT), which holds 

that the satisfaction of relatedness, competence, and autonomy influences motivation. Students' perception of 

competence and independence may be enhanced by interactive media that include active learning elements and 

feedback mechanisms. For example, [31] emphasizes how interactive and adaptable learning environments can boost 

students' intrinsic motivation. However, not all interactive media implementations produce these results because badly 

built systems may result in surface participation or disengagement rather than meaningful learning. 

Additionally, Cognitive Load Theory, which describes how multimedia components affect learning processes, 

might be used to understand the findings. When intended to reduce unnecessary cognitive strain, visual and interactive 

representations can aid comprehension. Well-structured multimedia can increase learning effectiveness, while 

excessive or disorganized media components may overwhelm students and lower their enthusiasm, according to [32]. 

This implies that learners' cognitive experiences act as a mediator in the indirect relationship between understanding 

and motivation. 

Crucially, the results also show discrepancies among the examined research. While much research shows that 

interactive media and student engagement are positively correlated, some speculate that these effects might be 

transient or contingent on contextual circumstances. For instance, [33] points out that while digital media's initial 

appeal may result in brief engagement, meaningful instructional design and active instructor involvement are 

necessary for long-term motivation. These differences show that interactive media's effects are not consistent and 

should be interpreted cautiously. 

The impact of contextual restrictions is another important factor, especially in MI situations. The use of interactive 

media can be greatly impacted by elements including unequal access to learning devices, disparities in teachers' 

technological proficiency, and restricted access to digital infrastructure. The usefulness of digital learning innovations 

may be limited by differences in technology resources, particularly in educational settings with limited resources, 

according to research by [34]. These difficulties could include erratic internet access, a lack of digital equipment, and 

inadequate teacher training in the context of Madrasah Ibtidaiyah, all of which have an impact on the practical 

application of interactive media. 

Additionally, a number of methodological limitations are acknowledged in this work. The scope and caliber of 

the chosen studies determine the conclusions of a literature review. Inconsistencies in the results are caused by 

differences in research design, assessment tools, and definitions of motivation among studies. Furthermore, it can be 

challenging to draw precise comparisons because some studies do not specifically evaluate motivation as a major 

variable. The absence of common frameworks in educational technology research can make it more difficult to 

synthesize findings across many contexts, as [35] points out. 

Practically speaking, this study indicates that interactive media should be seen as a supplementary tool rather than 

a stand-alone way to increase learning motivation. Contextual factors, teacher preparation, and alignment with 

educational practices are necessary for effective implementation. In order to ensure that technology use enhances 

rather than detracts from learning objectives, teachers are essential in fostering meaningful connections between 

students and educational media. Therefore, developing instructional design and teacher competency is just as 

important to increasing student motivation as integrating digital resources. Overall, by highlighting the fact that 

interactive media's influence is conditional, context-dependent, and mediated by a variety of factors, this study offers 

a more comprehensive understanding of the relationship between interactive media and learning motivation. 

 

4. CONCLUSION 

According to the study's findings, interactive learning materials are linked to a number of features of Madrasah 

Ibtidaiyah (MI) students' motivation to learn, especially when it comes to engagement, learning experience, and 

perceived understanding. This study emphasizes that interactive media can enhance learning processes when they are 

well integrated with instructional methodologies and matched with students' requirements, rather than proving a causal 

relationship. According to the reviewed research, a variety of interactive media, including educational applications, 

films, animations, and game-based learning, may help provide more interesting and significant learning opportunities. 
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The results, however, also show that the relationship between interactive media and learning motivation is not 

consistent and is impacted by a variety of contextual circumstances. These include the availability of supporting 

infrastructure, teachers' pedagogical and technological proficiencies, and students' access to technology. Such 

variables may restrict the potential impact of interactive media on student motivation in Madrasah Ibtidaiyah, 

particularly in settings with minimal resources. 

A number of shortcomings are also acknowledged in this study. The scope and caliber of the chosen studies, 

which differ in terms of research design, environment, and motivation measurement, determine the conclusions of a 

literature review. Additionally, it is challenging to compare findings methodically due to the absence of consistent 

definitions and assessment instruments for learning motivation across studies. As a result, a narrative synthesis should 

be used to interpret the study's findings. Practically speaking, this study recommends using interactive media as a 

supplementary aid rather than a stand-alone remedy. 

Strengthening teacher capacity, creating context-appropriate learning strategies, and guaranteeing equitable access to 

learning resources should all be part of efforts to increase student motivation because teachers are crucial in ensuring 

that the use of interactive media supports learning objectives.  

More context-specific and methodologically sound research is required in the future to fully comprehend the 

relationship between interactive media and learning motivation in Madrasah Ibtidaiyah. Future research might 

specifically concentrate on creating more precise conceptual frameworks of motivation, using standardized measuring 

techniques, and investigating how contextual elements like student diversity, teacher preparedness, and infrastructure 

affect the efficacy of interactive media. It is anticipated that these approaches will offer more practical and grounded 

insights for enhancing teaching methods in MI environments. 
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